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SHADOW CONSTRUCTION WITH LOCAL LIGHT 
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Casting the Shadow of a Horizontal Stick over Complex Shapes 







































Casting Shadows of Simple Volumes: Local Light 
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Terminator and Core Shadow 


reflected light affecting the shadow side of the obj 

































the core-shadow position. The core shadow is located a little behind the 
terminator line toward the shadow side. The width of the core shadow 






























STEP 1, fig. 3.91: Set up the light source and the shadow origin. 
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Fig. 3.117: To cost the shadow of the vertical end planes, 
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WET MEDIA AND OTHER TRADITIONAL TECHNIQUES 
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X-Y-Z Form: Sunlight from Directly Above 














X-Y-Z Form: Diagonal Sunlight 
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Although it is made up of a flattened cylinder, there are multiple 
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PLOTTING REFLECTIONS: CONCAVE AND CONVEX SURFACES 
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TRANSLUCENCE AND SUBSURFACE SCATTERING 
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